FIGHTER SUBCLASS (WEAPON MASTER) V.3 


Weapons are a fighter’s lifeblood, but for some warriors, 
it is also their passion. Weapon Masters take their craft 
to a new level, using thier chosen fighting styles to 
perform unique maneuvers in the midst of battle to their 
advantage. 


WEAPON MASTER FEATURE TABLE 


Level Feature Name 
Master Combatant 
Warrior Poet 
Unequaled Might 
Honed Movements 
Total Mastery 


MASTER COMBATANT 


Starting when you choose this subclass at 3rd level, you 
learn one Mastery Trick of your choice. Once per turn, 
when you make an attack roll against a creature, you 
can add one of your known Mastery Tricks to that 
attack. You learn one additional Mastery Trick at the 
following levels: 7th (2), 10th (3), 15th (4), and 18th (5). 

Starting at 7th level, you can use two Mastery Tricks 
per turn. You cannot use the same Mastery Trick twice 
in a turn. 


WARRIOR POET 


Starting at 7th level, you have learned to apply battle 
tactics to verbal confrontations as well as physical ones.. 
You gain proficiency in two skills of your choice from 
the following list: Intimidation, Nature, Performance, 
Persuasion, or Religion checks. 


UNEQUALED MIGHT 


Starting at 10th level, you gain a bonus to your attack’s 
damage equal to your proficiency bonus. 


HONED MOVEMENTS 


Starting at 15th level, when you use one of your known 
Mastery Tricks, you can give yourself advantage on that 
attack roll. 


‘TOTAL MASTERY 


Starting at 18th level, twice per short rest, when you fail 
an attack roll, you can use your reaction to turn the roll 
into a critical hit. 


MASTERY I'RICKS 


If one of your chosen Mastery Tricks requires a saving 
throw, the save DC equals 8 + your attack modifier. 


BLINDING STRIKE 


When you hit with an attack roll, the creature must 
make a Constitution saving throw. On a failure, the 
creature is blinded until the end of its next turn. 


DISARMING STRIKE 

When you hit with an attack roll, the creature must 
make a Strength saving throw. On a failure, the creature 
drops whatever it is holding. 


DISTROYING STRIKE 

When you hit with an attack roll, the creature must 
make a Dexterity saving throw. On a failure, the 
creature’s AC is reduced by 1. 


GUARDED STANCE 


When you hit a creature with an attack roll, you gain a 
+2 bonus to your AC until the start of your next turn. 


HEALING STRIKE 


When you hit a creature with an attack roll, the creture 
must make a Constitution saving throw. On a failure, 
you regain a number of hit points equal to half of the 
damage you delt. 


KNOCKBACK 


When you hit with an attack roll, the creature is pushed 
10 feet in a direction of your choice. You cannot push 
them upwards. 


KNOCKDOWN 


When you hit with an attack roll, the creature must 
make a Dexterity saving throw. On a failure, the 
creature is knocked Prone. 


MUTILATING STRIKE 


When you hit with an attack roll, the creature must 
make a Constitution saving throw. On a failure, they 
take an additional 1d12 damage of the same type. Ona 
success, they take half as much damage. 


SLOWING STRIKE 


When you hit with an attack roll, the creture must make 
a Constitution saving throw. On a failure, the creature’s 
speed is halved. 


STUNNER 


When you hit with an attack roll, the creature must 
make a Constitution saving throw. On a failure, it is 
Stunned until the end of your next turn. 


